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This research is to prove whether the implementation of the Riddle Game Technique can be 
useful in improving vocabulary mastery of the grade eight students at SMP Negeri 1 Sindue 
or not. This research applied a quasi-experimental research design. In selecting the sample, 
the researcher applied a cluster random sampling strategy. The samples of this research were 
VIII Patimura as the experimental group and VIII Sudirman as the control group. The 
researcher used a test, as the main instrument to collect the data consisting of pre-test and 
post-test. The result of data analysis for the experimental group indicated that the mean score 
of the pre-test was 49.75, while the mean score of the post-test was 80.86. Meanwhile, the 
mean score of the pre-test of the control group was 51.61, and the post-test mean score was 
63.95. Based on the result of both groups, the researcher found that the t-counted value was 
8.73. Applying the degree of freedom (df) 52 and 0.05 level of significance found that the 
value of t-table was 2.0084. The data indicates that t-counted is higher than the t-table. It 
means that the hypothesis of this research is accepted. Thus, the implementation of the Riddle 
Game Technique can improve vocabulary mastery of grade eight students at SMP Negeri 1 
Sindue. 
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Abstrak 
Penelitian ini untuk membuktikan apakah penerapan teknik Riddle Game dapat membantu 
dalam meningkatkan penguasaan kosa kata siswa kelas delapan di SMP Negeri 1 Sindue atau 
tidak. Penelitian ini menggunakan desain penelitian quasi-eksperiment. Dalam memilih 
sampel, peneliti menerapkan strategi cluster random sampling. Sampel penelitian ini adalah 
VIII Patimura sebagai kelompok eksperimen dan VIII Sudirman sebagai kelompok kontrol. 
Peneliti menggunakan tes sebagai instrumen utama untuk mengumpulkan data yang terdiri 
dari pre-test dan post-test. Hasil analisis data untuk kelompok eksperimen menunjukkan 
bahwa skor rata-rata dari pre-tes adalah 49.75 sedangkan skor rata-rata dari post-tes adalah 
80.86. Sementara itu, nilai rata-rata pretest dari kelompok control adalah 51.61 dan skor rata-
rata post-tes adalah 63.95. Berdasarkan hasil dari kedua kelompok, peneliti menemukan 
bahwa nilai t-counted adalah 8.73. Menerapkan derajat kebebasan (df) 52 dan tingkat 
signifikansi 0.05 ditemukan bahwa nilai t-tabel adalah 2.0084. Data menunjukkan bahwa t-
counted lebih tinggi dari t-tabel. Artinya hipotesis penelitian ini diterima. Dengan demikian, 
penerapan Teknik Riddle Game dapat meningkatkan penguasaan kosakata siswa kelas 
delapan di SMP Negeri 1 Sindue. 
Kata kunci : Meningkatkan, Penguasaan Kosakata, Teknik Riddle Game 
 
INTRODUCTION 
Vocabulary is a collection of words or phrases which arranged sequentially into sentence 
or paragraph. Vocabulary is regarded as one of the essential factors that has a significant 
influence on people's communication. Hornby (1984:959) states, "Vocabulary is a total 
number of words with the role of combining them to make a language.” In order to 
communicate well in a foreign language, one should have enough vocabulary and know how 
to use them correctly. Without adequate vocabulary, one cannot communicate effectively or 
express his/her idea in oral or written form. Napa (1991:6) defines, "Vocabulary is one of the 
basic components of language and there is no language existing without it." According to 
Wilkin (1974:111), "without grammar very little can be conveyed, without vocabulary, 
nothing can be conveyed." Therefore, vocabulary is the main component of learning the 
English language. If we lack vocabulary, we cannot communicate well with others.   
In Curriculum 2013, the government set necessary competencies for eighth-grade 
students in Junior High School that the students are able to apply social functions, structures 
text and language features from oral and written texts which involves giving and asking 
information regarding the existence of people, objects, animal according to the context of 
their use. However, based on an interview with an English teacher in this school, it was found 
that the students could not fulfill the curriculum's expectations. They were challenging to 
learn English well because they lack vocabulary. 
According to preliminary research at SMP Negeri 1 Sindue, the students were passive 
during the teaching-learning processes. When the teacher explained, many students did not 
pay attention to her during the teaching and learning process. The students were too talkative 
with their friends and made the class noisy. Consequently, the researcher found some 
problems faced by the students. First, most of the students had difficulties in memorizing the 
words. They often forgot the meaning of the words after the teaching-learning process. 
Second, when the teacher gave the reading text, the students had difficulty understanding 
each sentence in the text because they had lacked vocabulary. 
In order to overcome this problem, the researcher applied the Riddle Game as a 
technique during her research. Davis (2010) states that riddle game can help the students in 
learning vocabulary, especially in recognizing meaning and spelling of the word. This 
technique was used because the Riddle Game could help students learn vocabulary in a fun 
and active way. Wright (1984) states that riddle game provides an entertaining way for 
students to identify vocabulary and using the definitions of vocabulary to create a riddle. 
A Riddle is one of the language games used for the language learning process, 
especially in teaching vocabulary. Brassell and Leena (2008) state that riddle is a words 
game, the way to play it are solving the statement, question, phrase which have a double 
meaning. Swanell (1989) states that riddle is question designed to test ingenuity in predicting 
answer or meaning. In conclusion, the Riddle game is a statement or clue that is used to solve 
hidden words. Riddle Game related to the evidence about a person, thing, and place that the 
students should guess based on the description given. Riddle also provides a challenge for 
students because to solve riddle correctly, the students need to listen to the question carefully 
so that they can answer the questions correctly. 
Based on Ratih (2011), there are some advantages of using Riddle Game in teaching 
vocabulary. First, Riddle Game provides new vocabularies from the clues or sentences of the 
riddle. Second, the Riddle Game is very challenging because solving the Riddle need critical 
thinking. Third, Riddle Game is stimulative and imaginative. However, the Riddle Game also 
has disadvantages for students. First, some Riddles use difficult words. The researcher 
anticipated by making clues with simple sentences and the students used a dictionary during 
the learning process. Second, the Riddle Game requires a lot of time to prepare. The 
researcher prepared the materials and tools before implement this game and managed the 
time well during the teaching and learning process. By considering part of speech, the 
researcher limits this research to teaching nouns and verbs. Besides, the researcher also 
focused on the meaning and spelling of words. Based on the statement above, the researcher 
formulates a research question as follows: “Can the implementation of Riddle Game improve 
vocabulary mastery of grade eight students at SMP Negeri 1 Sindue?” 
 
RESEARCH METHOD 
The researcher applied quasi-experimental, especially the nonequivalent control group 
design. Two classes were involved in this research. They were the experimental group and 
the control group. The researcher provided pre-test and post-test in both groups. However, in 
the experimental group, the researcher applied Riddle Game as a technique in teaching while 
in the control group, the researcher used Conventional Teaching Method. 
The population of this research was the eighth-grade students at SMP Negeri 1 
Sindue, consisting of five parallel classes. For the sample of this research, the researcher took 
two classes of the population. The researcher used a cluster random sampling strategy in 
selecting the sample. The researcher used this strategy because all classes had the same 
opportunity to be selected as a sample. Therefore, the researcher used the lottery. The 
researcher provided five small pieces of paper, the name of each class was written on each 
paper. The paper that coming out first was the experimental group, while the second was the 
control group. Based on the process, the researcher got VIII Patimura as the experimental 
group and VIII Sudirman as the control group. 
The variable of this research consists of dependent and independent variables. The 
dependent variable is the vocabulary mastery of grade eight students at SMP Negeri 1 
Sindue, while the independent variable is Riddle Game Technique. In this case, the 
independent variable is the technique that would be implemented to improve students' 
vocabulary mastery of grade eight students at SMP Negeri 1 Sindue. 
The researcher used the test as the main instrument in collecting the data. The test is 
divided into pre-test and post-test. The pre-test was given in the first meeting for both groups 
to find out students’ vocabulary achievement before they got treatment while the post-test 
was given in the last session to measure students' progress after the treatment.The researcher 
carried out the treatment for six meetings; each meeting spent about 2x40 minutes. The 
number of test and scores can be seen in the following table: 
Table 1 
Distribution of the test 
No Kind of test 
Number of 
item 


















         Total                                         30                                                          30 
 
FINDINGS 
The researcher used two kinds of tests in this research, namely pre-test and post-test. 
The pre-test was given to the experimental group and the control group before the students 
got treatment, while the post-test conducted after the treatment. The researcher used the same 
minimum passing grade as SMP Negeri 1 Sindue, which was 75. The results of each test were 
compared to investigate whether the implementation of the Riddle Game Technique could 
have a positive effect on improving vocabulary mastery of grade eight students at SMP 
Negeri 1 Sindue or not. The results of students' pre-test and post-test of both groups are 
shown in table 2 and table 3. 
Table 2 
The Result of Students' Pre-test and Post-test in Experimental Group 
No Initial 
Name 
Students Score Deviation (d) 
X2−X1 
Square 
Deviation (d2) Pretest   X1 Posttest   X2 
1 AFDN 53.33 76.67 23.34 544.76 
2 AGS 40 83.33 43.33 1877.49 
3 AHSYL 73.33 96.67 23.34 544.76 
4 ALRHY 63.33 90 26.67 711.29 
5 ALYNA 60 93.33 33.33 1110.89 
6 ANIJN 50 83.33 33.33 1110.89 
7 CCI 46.67 66.67 20 400 
8 DNSK 63.33 83.33 20 400 
9 DZRD 43.33 90 46.67 2178.09 
10 EDAR 53.33 80 26.67 711.29 
11 FRRN 53.33 90 36.67 1344.69 
12 GYN 36.67 80 43.33 1877.49 
13 IQZM 80 100 20 400 
14 ISRO 33.33 56.67 23.34 544.76 
15 KAGHI 40 80 40 1600 
16 KHRL 36.67 76.67 40 1600 
17 MLJH 63.33 83.33 20 400 
18 MTAP 36.67 76.67 40 1600 
19 MJKA 76.67 93.33 16.66 277.56 
20 MHZN 40 80 40 1600 
21 MHASH 33.33 70 36.67 1344.69 
22 PAJNA 36.67 60 23.33 544.29 
23 RMLN 40 73.33 33.33 1110.89 
24 RNTI 33.33 63.33 30 900 
25 RKYA 50 83.33 33.33 1110.89 
26 WYLA 70 93.33 23.33 544.29 
27 YLNI 36.67 80 43.33 1877.49 
Total Score 1343.32 2183.32 840 28266.5 
Mean Score 49.75 80.86 31.11 1046.91 
 
By looking the table above, the result of students' pre-test showed that the highest 
score was 80 while the lowest score was 33.33. The table above showed that only 7.41% of 
students passed the pre-test, and 92.59% of students failed because they did not achieve the 
minimum passing grade. The total standard score of students in the pre-test was 1343.32. 
Then, the mean score achieved by the experimental group in the pre-test was 49.75. 
After the researcher applied the treatment, the post-test results of students in the 
experimental group had significantly changed. The table above indicated that the highest 
score of the post-test in the experimental class was 100, and the lowest score was 56.67. 
Furthermore, there were 77.78% of students passed the post-test, while 22.22% of students 
still failed and got a lower score under the minimum passing grade. The total standard score 
of students in the post-test after treatment was 2183.32, and the mean score of the 
experimental class in the post-test was 80.86.  
The result of deviation and square deviation in this experimental class indicated that 
the highest score deviation was 46.67 while the lowest score deviation was 16.66. Overall, 
the total score deviation was 840, and the total square deviation was 28266.5. The mean 
deviation of the experimental class was 31.11. 
Table 3 




Students Score Deviation (d) 
X2−X1 
Square 
Deviation (d2) Pretest  X1 Posttest  X2 
1 ARSYH 36.67 43.33 6.66 44.36 
2 AGSNA 46.67 46.67 0 0 
3 ARMRF 40 46.67 6.67 44.49 
4 AZHR 30 40 10 100 
5 CCIVLA 60 63.33 3.33 11.09 
6 ERKTKP 66.67 76.67 10 100 
7 FDLA 40 50 10 100 
8 FREL 63.33 76.67 13.34 177.96 
9 IFD 53.33 56.67 3.34 11.16 
10 JASKD 33.33 40 6.67 44.49 
11 KTAZN 76.67 86.67 10 100 
12 LSAGN 50 56.67 6.67 44.49 
13 MRAPWI 76.67 93.33 16.66 277.56 
14 MHKLA 60 76.67 16.67 277.89 
15 MHRKI 30 50 20 400 
16 NZRNA 60 80 20 400 
17 NGOJN 50 60 10 100 
18 NHKMA 40 50 10 100 
19 NRALSA 46.67 76.67 30 900 
20 PNRHA 56.67 76.67 20 400 
21 RSTIAM 53.33 60 6.67 44.49 
22 RFKRDN 60 80 20 400 
23 SNDFGN 40 46.67 6.67 44.49 
24 STMYA 76.67 86.67 10 100 
25 UZLJAN 50 70 20 400 
26 ZKNTLF 56.67 76.67 20 400 
27 ZFAN 40 60 20 400 
Total Score 1393.35 1726.7 333.35 5422.47 
Mean Score 51.61 63.95 12.35 200.83 
 
Table 3 indicated that the highest score of the pre-test was 76.67, and the lowest score 
was 30. There were 11.11% of students in the control group passed with the minimum 
passing grade and 88.89% of students were failed. The total standard score of students in the 
control group was 1393.35. The mean score of the control group in the pre-test was 51.61.  
Furthermore, the highest score of the post-test in the control group was 93.33 and the 
lowest score was 40. The data indicated that there were 40.74% of students passed and 
59.26% of students failed. The total standard score was 1726.7. The students' mean score of 
the control group in the post-test was 63.95.  
The highest score deviation in the control group was 30 and the lowest score deviation 
was 0. In conclusion, the total score deviation was 333.35 and the total square deviation was 
5422.47. The mean deviation of the control group was 12.35.  
From the counted data above, it showed that the mean score of the pre-test and the 
post-test in the experimental group and the control group was different. The improvement of 
the mean score in the experimental group was more significant than the control group. It 
means that the treatment by using Riddle Game Technique in the experimental group can 
effective to improve students’ vocabulary mastery of grade eight students at SMP Negeri 1 
Sindue. 
Then, the researcher computed the t-counted values of both groups in order to find out 
the significant difference between the pre-test and the post-test by using formula from 
Arikunto (2006). Based on the computation, the t-counted value was 8.73. Afterthat, to 
determine whether the hypothesis is accepted or rejected, the researcher counted the t-table 
by applying the degree of freedom (df) = Nx + Ny – 2 = 27 + 27 - 2 = 52 with the level of 
significance 0.05. The researcher found that the t-table value was 2.0084. Based on the result, 
the researcher concluded that the hypothesis of this research was accepted because the t-
counted value (8.73) was higher than the t-table (2.0084). It means that the implementation of 
the Riddle Game Technique can effective to improve vocabulary mastery of grade eight 
students at SMP Negeri 1 Sindue. 
 
DISCUSSION 
In this research, both of the experimental group and the control group firstly received 
the pre-test. The result of the pre-test showed that both groups got lower score. The 
researcher found that the data of the experimental group indicated there were 2 students 
passed and 25 students were failed. While the data of the control group indicated that there 
were 3 students passed and 24 students got lower score.  
After conducting the pre-test, the researcher gave the treatment to the experimental 
group for six meetings. The researcher implemented the Riddle Game Technique with several 
procedures. First, the researcher prepared several riddles consisting of 2 cards as a media, 
namely picture cards (noun and verb) and description cards as picture clues. Second, the 
researcher explained about the material which have related to the topic. Third, the researcher 
divided students into five groups. Fourth, the researcher gave the clues and the students had 
to guess the riddles given by the researcher. During the riddle game, each group discussed to 
solve the riddle and the researcher asked the students to write their answer on the whiteboard. 
Then, the researcher discussed with the students about the meaning of vocabularies from the 
riddles itself. Fifth, the researcher gave the picture card to each group. The researcher gave 
ten minutes for them to discuss and make the clues from the picture card. Furthermore, to 
sharp students’ understanding and memorization, the researcher showed the picture card 
again and asked the students to mention the words from the picture cards in English and their 
meaning. Last, the researcher gave evaluation as an individual task. It was done to measure 
students' improvement in mastering vocabulary. 
At the first and the second meetings, the students were still confused about Riddle 
Game technique. There were only several students who were active and the others were 
passive. They were passive because they less confident in learning English. In addition, the 
students had difficulty in understanding the meaning of some vocabularies. To overcome this 
problem, the researcher gave them dictionary during the learning process. Then, the 
researcher tried to check students' understanding by asking them the meaning of riddle clues. 
The third until the sixth meetings, the students were already familiar with the 
implementation of riddle game. In this meeting, the students made progress in their 
vocabulary. It can be seen when the students could distinguish the category of words, they 
were able to answer the riddle correctly and they wrote the answer in correct spelling. As 
Davis (2010) states that riddle can help the students in learning vocabulary, especially in 
recognizing meaning and spelling of the word. In addition, when the researcher began the 
game and gave the clues of riddles on the whiteboard, the students were enthusiastic in 
playing the game and they did not feel shy to answer the riddle. This was supported by 
Wright (1984) states that riddle game provides an entertaining way for students to identify 
vocabulary and using the definitions of vocabulary to create a riddle. Furthermore, Bartl 
(2008) also stated that riddle can be used to encourage students’ concentration, patience and 
interest in learning English. During this meeting, the participation and cooperation of each 
group when they did riddle game was very good. This was proved when the students 
discussed each other in guessing the clues of riddle. They tried to solve their problems 
together with their group members. As Nachtigal (2010) defined that riddle is excellent 
ESL/EFL tools because riddle required students to practice a variety of language skill in order 
to find a solution. 
From all the meeting, the researcher found some advantages by using Riddle Game 
Technique. First, the students can enjoy the lesson. Second, all of students can actively 
participate during the learning process. Third, Riddle Game can motivate students to work 
independently or in groups. Besides, the researcher also found the obstacles in conducted this 
technique. First, the researcher was difficult to manage all students because they were noisy. 
The way researcher faced this obstacle was by designing interesting lesson so all of the 
students can be involved on the riddle game. Second, there were some of students still 
confused to made the clues of riddle because they were lack vocabulary. The researcher 
anticipated this by giving dictionary. 
After conducting the treatment, the researcher gave the post-test for the experimental 
group and the control group. In the experimental group, there were 21 students passed and 6 
students were still failed. Meanwhile, in the control group there were 11 students passed and 
16 students were failed. Based on the result of the data collection, it could be concluded that 
there was an improvement on the students' in mastering vocabulary by using Riddle Game 
Technique. It was supported by the fact of the students' pre-test and post-test result. By 
looking the post-test result, it showed that the score of the experimental group significantly 
improved. Meanwhile, in the control group, the students' post-test score also improved but 
there were still many students could not passed in the post-test. Overall, the experimental 
group that had been treated by using Riddle Game Technique had more significant 
improvement than the control group. In other words, the implementation of Riddle Game 
Technique can effective to improve students’ vocabulary mastery of grade eight students at 
SMP Negeri 1 Sindue. 
This research was supported by both previous researchers namely Lusiana and Sitepu 
(2018), and Episiasi (2017). In the first research discussed about the effect of using riddle 
technique on students' vocabulary of tenth grade students in Vocational School. While the 
second researcher used Riddles game to determine the elevent grade students' speaking skill. 
However, the difference from the both researchers and this research are language skill and 
level of education. By looking the result of students' score showed that the implementation of 
riddle game technique can improve vocabulary mastery of grade eight students at SMP 
Negeri 1 Sindue. It can be concluded that Riddle Game Technique not only improve students' 
speaking skill in vocational school but also students’ vocabulary mastery in Junior High 
School, especially at the eighth grade students at SMP Negeri 1 Sindue. 
 
CONCLUSION 
After discussing and analyzing the data, the researcher concludes that the 
implementation of Riddle Game Technique has positive effect to improve vocabulary 
mastery of grade eight students at SMP Negeri 1 Sindue. It was proved by looking at the 
mean score of the experimental group before the treatment (49.75) and after the treatment 
(80.86). It can be concluded that the students’ vocabulary mastery can improve after getting 
the treatment by using Riddle Game Technique. In addition, by applying 0.05 level of 
significance and df (52), the researcher finds that the t-counted (8.73) is higher than t-table 
(2.0084). It means that the research hypothesis is accepted. In other words, the 
implementation of Riddle Game Technique can effective to improve vocabulary mastery of 
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